Threshold Victoria: Invasion


Character Name: Synovea Ashburn
Player Name: Eileen Koven
CP Total:
57

CP Spent:
55

Traits:
Victorian

Motivations

1.


2.


3.


	        Body:
3

        Mind:
4

        Soul:
3
	Origin:

Middle Class

Occupations:
Academic 1, Academic: Psychologist, Surgeon 2

Offices:
Order Of The Arrow, Royal Physician


Properties And Flaws

Property: Influential (2) - Each level of Influential acts as a free point of Influence added to an influence action of your choice between sessions.  You may not use two points of Influential on the same influence action.

Property: Inkblots And Leading Questions - After examining a willing or subdued target for about ten seconds, you may determine his/her base Mind score, his/her quantity of Mind attribute points, and any Mind effects that he/she is currently suffering from.

Property: Let’s Have A Look At You - After examining a willing or subdued target for about ten seconds, you may determine his/her Body score, his/her quantity of Body attribute points, and any Body effects that he/she is currently suffering from.

Property: Encyclopedic Knowledge (1) - When you encounter a chemical or drug that you’ve never seen before, you may seek out a GM for information about it.  The amount that you might know depends on the rarity of the substance and your level of Encyclopedic Knowledge.

Flaw: Caught Between Worlds - You only receive the first, third, fifth, etc Recoveries of those that you otherwise would from Upper Class and Lower Class Locations.

Flaw: I Care Too Much - Whenever someone who seems to need it turns down medical aid from you, you must lose a point of Soul if you have one.  If not, act dejected for a few minutes.

Flaw: Bound In Brotherhood - One of your Motivations must always be “Pursue the interests of your secret brotherhood.”

Abilities And Attacks

Ability: Learned Discourse [mind] (Mind vs. Mind Challenge) - Social.  You may only activate this Ability after conversing with someone for a time about an intellectual topic (freedom, the afterlife, progress, etc).  If successful, learn his/her in-depth opinion on that topic, even if it wasn’t forthcoming in your previous conversation.

Ability: Freudian Slip [mind] (Mind vs. Mind Challenge) - Social.  If successful, the target character must let slip something that he/she is thinking about but doesn’t want to talk about.  Once per target per scene.

Ability: Restorative [body] (No Challenge) - The target, who may not be yourself, may Recover a point of Body.  If he/she is unconscious, then he/she recovers consciousness immediately.

[2/2] One Use: That’s Preposterous [one use] (No Challenge) - If something is being done to you that, according to your research, is literally impossible, you may activate this Ability to negate its effects.  You may not do this after the fact.  This may not be used to negate another One Use Ability.  Once per session maximum.

One Use: Diagnose (Requires Mind Combat) - Instead of using a Mind Attack on someone, you may activate this Ability to give him/her a strange and exotic affliction.  All potential afflictions must be cleared by a GM *between sessions* before they can be used, although it is not necessary to decide which approved affliction will be used when this One Use is purchased.

[3/3] One Use: I Will Not Lose A Patient (No Challenge) – If you can get to someone who has apparently died soon enough after their death, you can perform surgery for two minutes then expend this Ability to keep them alive, undoing the effect that killed them.  They return to life with no attribute points, however.

Attack: You’re Obsessed (Soul) – Give your target an obsession with a person, concept, type of object, etc.  This lasts for the remainder of the session.

Attack: I Am A Respected Medical Professional! (Mind) – Your target, realizing the importance of your position, must not Attack you or use any non-Social Abilities on you for the duration of the session.

Attack: Tranquilizer (Body) – Your target is injected with a sedative that prevents him/her from initiating challenges or moving faster than a very slow walk for five minutes.  He/she may still defend against challenges, but must go wherever he/she is taken during this time.

Attack: Democracy (Mind) - This Attack may only be used on someone who was issuing orders.  He/she must instead make decisions according to democratic process for the remainder of the session.

Recoveries

Recovery: Practicality - Accomplish one of your Motivations and Recover two attribute points of your choice.  Once per Motivation per session.

Recovery: Fascinating! - When you learn something new related to a field of study in which you are Specialized, Recover a point of Mind.

Recovery: Sound Theoretical Bases – Recover two points of Mind when you use You’re Obsessed or Diagnose to give someone a mental disorder that is directly related to what you know about him/her.

Recovery: Stimulants (2) - A number of times per session equal to your level of Stimulants, you may instantly Recover a number of points in any combination of Body and Mind equal to your level of Stimulants.

Influence And Modifiers

Influence: Wealth (2)

Influence: The Mind (2)

Modifier: The Mind → Psychotherapy - You may expend a point of Influence: The Mind to remove from the target (who may be yourself) a Mind effect that you saw visited upon him/her or detected using Inkblots And Leading Questions.  Recovery may not be complete, and there may be side-effects; the target should speak with a GM between sessions to see.

Influence: The Practice Of Medicine (2)

Modifier: The Practice Of Medicine → Fix That Right Up - You may expend a point of Influence: The Practice Of Medicine to remove from the target (who may be yourself) a Body effect that you saw visited upon him/her or detected using Let’s Have A Look At You.  Recovery may not be complete, and there may be side-effects; the target should speak with a GM between sessions to see.

